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@ Upper Arm |.Lupperarm_r (Transform) | @

Avatar TR EIN TRV —¥E0 Optional Bone 13X Virtual Bone L CTHE/RENE T,
i#H D Bone E[RICINTHETEET N, N R Tr— IV EEEOEIED H7p E—HHI R13HD F7,



Very Animation

VA Control VeryAnimation

| Original 1K | Humanoid | Hierarchy

0}

4] Layer [Defauie
Revert [

Opan.

% Human (Animator) | ©
BHuman o

™ Head
¥~ Transform o
@ et s fo o) s s
 Right Hand R xgygzg
W Left Foot Scale X1 Y1 z1
W Right Foot
¥ Original 1

| A
List is Empty

¥ Humanoid

22 Human : Animator.Chest Front-Back £ FEli ittt |ttt gt baf gt gisbuif=st=teg || | > Finger Open Close
Chest Left-Right 5
Chest Tnist Left-Right 1 1 » Finger In Out
Head Nod Down-Up.
Head Tilt Left-Right
2 Human ; Animator.Head Turn Left-Right
£ Human ; Animator.Left Arm Down-Up

£ Human : Animator.Left Foot Up-Down

%2 Human : Animator.Left Forearm Stretch

2 Human : Animator.Left Forearm Tnist In-Out “0:1459 &

£ Human : Animator.Left Hand Down-Uo 000316 &
[ Dopesheet

Humanoid TiX Animator OEEFEARFIA L IK 2 2Nk E4,
Control Window <° Bone #i#RL T I ¥ —CHIWEEZ £7,

VeryAnimation @ IK [Z&< ETHREZ MBI T 5720 DRETT,
RAFENDE WL FK EFBEOEFR T, IK OF —7 L — 2D WRARL IIRTFSNET A,

Quick Load | 1 || 2 |[ 3 | Quicksave [ 1] 2 (3]

¥ Muscle Group [a2)

Part ] [ Resetal |

¥ Open Close
> Left Right

¥ Roll Left Right
»In Out

¥ Roll In out

> Finger Open Close
> Finger In Out

¥ Selection  1K: Left Hand

Virror | [ update | [ Resst ]
Pesiton X 02a057T ¥ Laveyn |zlosizam
o v — 5 —
i

Clamp FDOH G, TFT ML TETFEHESESITHIETBESHRARN I EBHVET
Z D6 Clamp ZfFFRL TRIEL TITZENY,

BhiE

AnimatorIK
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https://youtu.be/J7YI2jYzCxA?si=1tHaDsnDwfdxIyOe

Very Animation

| original IK

Very Animation 2 H ® IK O EZATTVVET,
FEANIE Original IK'OEAZ ML TTZEV,



Very Animation

I Root Motion (Motion 5 —2"%{ER% L TLVRLES)

'"Apply Root Motion'z 4 ZhicL %9,

Motion 7 —7 Z/EK L TR HE, /L—hE— 313 Root 7—7 (RootT, RootQ) D& #H CEIMEL £,
AnimationClip ®F/RITLL FDOLIH1272Y ., 'Bake Into Pose' A 0L TR WEFTAEIEL 9,

@ Inspector

Demo
VeryAnimation\Demo\RootMotion
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Very Animation

I Root Motion (Motion 71— Z{ER% U/=158)

'Apply Root Motion'Z# AL £,

V== ¥ Animator

Controller

|2 New Animator Caontroller

Avatar

= HumanAwatar

L&
° o

Apply Root Motion |

Update Mode rmal

Culling Mode

ull Update Transforms

Clip Count: 1 T

FPtr: O
Curves Coul
Stream: 40

Curves Pos: 0 Quat: 0 Eular; O Scale: 0 Muscles: 105 Generic: 0

E na bl EGS (61.9%) Dense: 0 (0.0%)
EEIwy

Tools/Root Motion 7>5 MotionT & MotionQ 71— 7 A #RETHZ LM TEET,

| Root Matian : | Gl
1 Edit Root Motion information.
I‘~—~.r’| This function is available for Humanoid and Generic types,
Mation Curves Root Curves |
S |
Sl
Motion /1 —7 MFET DL, N—hE—Ta BRIz O R CEIEL £,
AnimationClip ®FR/RITLL F DI/ ET,
E New Animation @ 3 =
Cpen
Length 1.000 &0 FPS
Loop Time [+
Loop Pose -
Cycle Offset (o |

Avmage Angulal ¥ Speed 0.0 deg,n"E
Curves Pos: 0 Quaternion: O Euler: 0 Scale: 0 Muscles: 115 Generic: O
FPtr: O
Curves Total: 115, Constant: 101 (27.8%) Dense: 0 (0,0%) Stream: 14
(12.2%)
4.6 KB

Demo
VeryAnimation\Demo\RootMotion




Very Animation

I Translation DoF

® Inspector

W HumanAvatar @ %

A4

[ Mapping

Preview |Musc|e Group Preview

Reset All | Reset All Preview Values
. Open Close
e Left Right
s Ro0|| Left Right
RS
e e R0l In Ot
e Finiger Open Close
(e Finger In Out

Preview Per-Muscle Settings

» Body

» Head

¥ Left Arm

b Left Fingers
» Right Arm

» Right Fingers
F Left Leg

» Right Leg

Additional Settings

Upper Arm Twist

——— 0.5
Lower’Arm'Enable—o_
ST~ ——— [0.5 |

Upper Leg

Lower Leg Twist 05 |
Arm Stretch 0.05 |
Leg Stretch 0.05 |
Feet Spacing 1]

Translation DoF [ ]

Muscles ~

Body

Extra

Collision Synchronize Animation

Pose
Mirror
ul

Hand Pose

Select All
Left Finger
Right Fi

Selection
Mirror
Left Upper Leg Twist In-Out

Left Upper Leg In-Out

Left Upper Leg Front-Back

Rotation

Position

Culy Unly 2097.8 o lner

Foot IK Mirror
Single Full

Onion Skinning Trail of root position
All Selection

1
List Left Right

Reset All

Configure Avatar C'Translation DoF'&# A 2N L7 5G 12D I, — D Bone THLEDZEHINH NIV ET,
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Very Animation

| Foot IK

Humanoid 7= A= a3 7 0l —a @) 7 L COIREIC T = A= a Al E908, BB RENDaE Bt
R DONDERHY £,

ZORBERELEL, ELL TN EIZEMTA7-20DFEHRTT,

Root Motion Z{# 72\ a & OB TZOMREZ L 72 AUX LB WEHR T,

LR o eEASET,

AnimatorState

#3 Anim

Enable.

[7 ~ Add Behaviour

AnimationState.iKOnFeet

Preview

Enable]

Timeline TIE7 74/VFCHEN THHZLITIEREL TEELY,

Very Animation TILiEH¥ (& Foot IK EZRB T = A—23 % REL. MELTTLTHLRERIC
Tools/Humanoid IK T Animation Curve Z/ERLET ., ZL T Foot IK ZE XL TEMELXFERLFET,




Very Animation

Demo
VeryAnimation\Demo\FootIK

B
Foot TK
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https://youtu.be/SPbJR19Yazg?si=X-7QOrVTbbHzwJjn

Very Animation

I Generic and Legacy

I Animation Curve

Generic & Legacy Tl33:(Z Transform @ Animation Curve Z#:/EL £9,

Animation Curve EL]
Position AT
Rotation [l
Scale PN TN

F7-. —H#8 Animator @ Animation Curve HEMEL £97,
TREALBIIIR B HERI DT | RO DB D AT REMES BV E T,

Animation Curve B
RootT,RootQ JL—bhE—ar DN E, Bl
MotionT,MotionQ Jo—hE—ar ONLE, [FIHRER ] 5 E
1F1E9 % & RootT,RootQ D IEH CldZe I ilesinsg
LIRS0 H IR Parameter related curve Cf#i

I Original IK

Very Animation i 3 ® IK D% EEITVET,
FEAMIE Original IK' D EASHRL TIZEW,



Very Animation

I Root Motion (Motion 1—J Z{ERk 9 159)

'Apply Root Motion'Z# AL £,

¥ 5 & Animator G %
Controller |2 New Animator Caontroller o
Avatar + HumanAvatar o
Apply Root Motion |
Update Mode rmal :]
Culling Mode ull Update Transfarms
Clip Count: 1 T

Curves Pos: 0 Quat: 0 Eular; O Scale: 0 Muscles: 105 Generic: 0

Ez::re: CnulE n a bl EGS (61.9%) Dense: O (0.0%)
[ELBE

Stream: 40

Tools/Root Motion 7>5 MotionT & MotionQ 71— 7 A #RETHZ LM TEET,

| Root Motion : | Gl

1 Edit Root Motion information.
I‘~—~.r’| This function is available for Humanoid and Generic types,

Mation Curves Root Curves

S |

[ Genmae

Motion /1 —7 MFET DL, N—hE—Ta BRIz O R CEIEL £,
AnimationClip ®FR/RITLL F DI/ ET,

B New Animation & 3
Cpen
Length 1.000 &0 FPS
Loop Time [+
Loop Pose -
Cycle Offset (o |

Avmage Angulal ¥ Speed 0.0 deg,n"E

Curves Pos: 0 Quaternion: O Euler: 0 Scale: 0 Muscles: 115 Generic: O
FPtr: O

Curves Total: 115, Constant: 101 (27.8%) Dense: 0 (0,0%) Stream: 14
(12.2%)

4.6 KB

ZOFEERERLET,

Demo
VeryAnimation\Demo\RootMotion
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Very Animation

I Root Motion (Root H—J &{ER 9 B1ES)

® Inspector

[ Human_Generic Import Settings *,

-

Animation Type | Generic m

5 Definition

[Roctnode — [Game_engne _____________J

Model Importer C Root Node % EL TR MLERHVET,

X Animator AL R —RUIRDHLA TV 2V MO F TR D IVDIRARDF TV = I @ IRLE T,

@ Animation
Preview | | 1 | 1 | » | M M| 0
Ganeric ¢| Samples B0 |¢4 | U+|

[ Add Property ]

Root Node THEEL7- Bone #HEL T = A—al ZERL £ T,

[ Root Motion

Edit Root Motion information.
This function is available for Humaneid and Generic types,

l Mation Curves Root Curves

[—TTT—

7 = A— a2 B % IZ Tools/Root Motion @ Root Curves T Generate RZ AL £9,

N T RootT,RootQ DT =A— a1 —7 MMERESH £,



Very Animation

® Inspector

RootMaotion_Generic

Generic D/ —hE— a2 (% D Animator &4 Animation Clip 3% & CEIEL £,
FELLIE Unity DR F2 A MRERLTFEW,

Demo
VeryAnimation\Demo\RootMotion

BhiE

Generic Root Motion
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https://youtu.be/oZL3FOnqVic?si=ByJT-NWl5ZVg285b

Very Animation

I Root Motion (Avatar H¥/R\\. F/=(E Root Node IEFER UDIZS)

(D Animation
Pr!vi!wl. |H1|H | > |H |.H|

]

RootMotion_Generic no ¢| Samples

0:00 0:01 0:02
£ 1[0 0e]
b A Human_Generic no Avatar : Position =
b A Human_Generic no Avatar ; Rotation =3 < | |

Add Property

Root |Z Animation Curve Z{ERLL £ 1,

¥ 35 ¥ Animator L %

Controller [EENew Animator Controller |

Avatar | & HumanAv atar | o
Apply Root Motion [

Update Mode rmal &

Culling Mode ull Update Transforms &
Clip Count: 1 o

Curves Pos: 0 Quat: 0 Eular; 0 Scale: 0 Muscles: 105 Generic: O

PPt O E I
Curves Coul na QSE (61.9%) Dense: O (0.0%)
@EEI%r

Stream: 40 o

Generic /L —hE—203 ED Animator &4 Animation Clip #% & CEMEL £ T,
FEL<IX Unity ORF 2 A MfERL T FEW,

72720, 2HHDRR0 T TIEEITRHIREBIZAD L BN LIRS TLENET,
*7- . =7 AR —&—T Root Motion DIEHITH SN EE A,
ZNHOEMEIIXHR TERW DRk LD ET,

Demo
VeryAnimation\Demo\RootMotion

L0

Generic Root Motion



https://youtu.be/oZL3FOnqVic?si=ByJT-NWl5ZVg285b

Very Animation

| original IK
¥ Original IK
All
= [ Right Hand Limb
= [ Left Foot Limb
= [ Right Foot Limb
+ -
¥ Advanced
Mame \Left Hand |
Type [ Limb N
Direction = (327 .423
Target “hand_| o]
Lower lowerarm_| o
Upper Aupperarm_| o

Very Animation # H ® IK T,
FelRlZ IR DR — U B IR GRIIRZ 29 X I F—2 M3 2L TBmEnEd,

BEICUAMIAEAE T AR, I ¥ —CTHZREAEIVEDY £,
BEEDEMEZAT IR ET,

VeryAnimation ® IK |[Z&< £ THREZ MBI T 5720 DEEEE T,
RIFENHHERIT FK LRBEOEHR T, IK OF —7L — LADOER L IFRTFSNEE A,

I Basic

Kb EARRZ: CCD-IK T,
ZOFRE AHRIZEHET L0 A TEET,
BERFUZ Ctrl Z L7203 5+-F — CREA L H 5T LR ET,

B

Original IK

I Limb

FRREWMBIEHNLET,
BRFUZ Ctrl Z L7235+ — TR D ME BT 2L R ET,

Bhi

Original IK 2
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https://youtu.be/cWT7age4zkY?si=yzh-slq2FiPKSjXo
https://youtu.be/aBVuNlHz-lY?si=nGZ6-miAi33CxtsZ

Very Animation

I Mirror

Humanoid #%7 DOI7—1% Avatar OFF HHx 5% 3R L £33, Generic & BlendShape DI7 —[ 34 HiNHX 5
ZHEHIL C Automap TEIEL £,
ZHUZ Settings TEE TXET,

¥ Mirror
Generic Scale Mirror

U

Autormap
Generic
Search by Name [
Characters |Left,Right,Hidari,Migi,L,R

| | Ignore up to the specified character

Blend Shape
Search by Name [
Characters |Left,Flight,Hidari,Migi,L,R

I Generic

ZENET 74V Tl Root 72D 7 /L2 A3 Left',' Right','Hidari', Migi',' L', R'OE WD LD GEHZ T,
FMA BN 255 101E, JEBHITBINL TLES Y,
EFICRE TETWRWIESIZIE, Mirror OFEFEN IELENMEL FH A,

| Animatar IK | Original Ik | Humanoid | Selection | Hierarchy | Shaded || 2D o ||
¥ Hierarchy b
e Mirror b | W | Show Mimor Object
o
| Al | weight | Body | Head | LeftHand | RightHand 5 Mapging 3 Begamag
v == Root ‘#MNone (Game Objec @ Claar

¥ [] A Characterl_Reference #Mone (Game Obgl

v [ V5 Hips ‘#Mone (Game Objec

Gﬁ \Characterl_Rightl|
glp ' Character1_RightLe
Gﬂ ‘Characterl_RightFt

v == LeftlUpperLeg
v W §E LeftLowerLeg
v [V 55 LeftFoot

SE LeftToes

v == RightUpperLeg
¥ ¥ §E RightLowerLeg
v ¥ 35 RightFoot

== RightToes

¥ ¥ 55 Spine
v ¥ §E Chest
¥ ¥ §E UpperChest
7 ¥ LE Leftshoulder
vid == LeftUpperArm

¥ o L5 LeftLowerarm
b [ 35 LeftHand
» ] A J_L_Sode_ADO
» [] A J_L_Sode_BOO
[ AJ_L_Sode_co0
» ] A J_L_Sode_DoO

glk "o Characterl_RightT:
Gﬂ ' Characterl_LeftUpl
glb ' Characterl_Leftleg
Gﬁ ‘rCharacterl_LeftFoc
Gﬂ ‘Characterl_|LeftToe

‘#MNone (Game Ob jec|

‘#Mone (Game Ob jec|

‘@MNone (Game Ob jec
Gﬂ ujCharacterl_RighE
Gﬁ ‘Characterl_RightA
g[p \Character1_RightF
Gﬂ ' Characterl_RightH
\“]_R_Sode_ADD
\“]_R_Sode_B00
\#]_R_Sode_CO0
\“]_R_Sode_DO00

O0O0O00O00D00O0O0DO00O0D0O00O0O0OG0O00O0OO0

"E== Neck ‘#MNone (Game Objec @

» ¥ 55 Head ‘#Mone (Game Objec @
"E== RightShoulder Gﬁ ‘A Characterl_LeftsShi @

¥ ¥ 55 RightUpperArm gl ' Characterl_Leftarr @

v == RightLowerArm Gﬁ \Characterl_LeftFor @

> == RightHand Gﬁ ‘A Characterl_LeftHai @

» ] A J_R_Sode_AD0 ([} s1_L_Sode_a00 o]

» ] ~J_R_Sode_BOO ([} i1 L_Sode_B0O

» ] AJ R _Sode CO0 [} \i]_L_Sode_C00O

» [] A J_R_Sode_D00 [} 1a1_L_Sode_D00O

L] 1_Mune_root_00 “#None (Game Objec

» [ A J_L_SusoSide_o0 4} \21_R_Susoside_00
» [} ~J_R_SusoSide_00 g} 21_L_SusoSide_po
» [ o~ J_L_skirt_oo glp w0I_R_skirt_oo o]

Automap TIEH IZF%E ST ‘%é\@iiﬁ'é@’}fﬁ\ FITREE L EL TO Automap DXLV E LIL Hierarchy @
RIET AT NHITUVVET



Very Animation

Scale @ Mirror

Scale DIT—LT 7 H /N THMNI>TOER A,

”Generic Scale Mirror” %A %24 5L, Mirror DEI{ET Scale 23EIEL £,

Scale TIELL Mirror ZNEIMET HIZIE, TOBEHRD IHT%)ET 5 Bone DHIA K RIZ/e > TWDLERHIET,
B 5\ DFENR X & Z OFfRA AR D> TNDRE TIEFESH D A,

NG OFID IS IZHlA TV D&, Scale & Mirror Tl i L7235 A EH ICEMEL 8 A,
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Very Animation

I BlendShape

£ H1ET 7 4+ Tld Left', Right','Hidari', Migi', L', R'O&\W D B DA AN T,
BN AEEICIE, EEEIBIIL TEEW,
EFICHRETETWORWEA 2. Mirror OREREN TELLENEL £ A,

Gizmes 7| [orAll

Muscle Group

options N T TN | Fast Ik ]

Reot Correction

¥ Pose

| Reset || Bind J[_ Prefab |[  Mirror |[ Template - | [ saveas |
Quickload [ 1 || 2z || 3 | QuickSave [ 1 |[ 2 ][ 3

¥ Blend Shape T
==
¥ [ 01 kohaku B head | a————
head eyeCloseR1 [} head_eyeClaseL & D—
[ head eyeClosel | 4lp[ head_eyeClaser1 :]O—
[ head He | I
[ head A ] [ =
[ head I | ( #] Qe | st |
[ head U | [ #] Qe | st |
[ head E | ( #] Qe | st |
[ head O | [ #] Qe | st |
[ head R1 | [ 4
[ head RZ ] [ =
[ head eyeClosel2 | 4lp[head_eyecloser= =]0—
[ head eyeCloseR2 | {[p[head_eyecloseLz =]0—
[ head mayuAnaR | 4lp[head_mayuangL #] Qe [ Reset |
| head mayuAnaL | {lp[head_mayuangr +] O  Reset |

Automap CTIEFICHESNR2WGEDO FEI COEE | FIIREEZE EL TO Automap DY E LIL BlendShape
DRIET AL IEATNET.



Very Animation

| Write Lock

Hierarchy

Show Write Lock

Fil

Mirror

Humanoid

Hierarchy TR —2 ~DA—7 OB FEEEIETHHAEL R T THIENTEET,
0y 7 FHIE T R ERE TR RPN EH SN0 ET,
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Very Animation

I Tools

I Copy

Current

Copy

F—TL—2Ha—LFET,

I Trim

Trim

T A= a7y T RN LET,

I Add

T =A—=a I )T % ATBILET,



Very Animation

I Combine

Combine

&

T=A—var VA RLET,

I Create New Clip

@

Blank Duplicate Mirror Result

Create

FL Clip 2L ET,
fWEEH @ AnimationClip 72 E D% E % 5| SR TIER L 77,
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Very Animation

I Create New Keyframe

BIRL TWDADR— N —EMRE THLOF— 7L — 5B L £,

| Bake IK

Bake K

Simple Interpolation

sSync{ An mation (Ske

| Anlmat
¢ Animation (5
Sync{ An mation (Skelaton) )

Sync( An mation (Skelaton) )

BEDFIPHT IK Z#ETLET,



Very Animation

I Animation Rigging

Head
Left Hand
Right Hand
Left Foot
Right Foot

Clear Genarate

Animation Rigging D W — 7 ZfRELET,

I Humanoid IK

Humanaoid |K

Genarate

Humanod/Foot IK #Z& L T7ZEWY,
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Very Animation

I Root Motion

Mation

@

Motion Curves Root Curves

Root Motion FHD T = A—av h—T7%mELET,



Very Animation

& Collab - J{ D J{ Account - Layers - || Default -

VA Control # Scen oI VeryAnimation
Humanoid | 11| shade 1120 [ % | <) | @~ - ase Layer wetink ||| Animation | Tools | Sewings | Help |

imnler
+ Humanoid

S Animation Clip
W ‘ R i e

» Loop.

¥ Tools
[

©)

Animator Parameter ~~ Animation Curve OfE23 v h&i15 Animator DL AZFEHI =D DIFWREEEL F T,

Parameter & Curve Z#[F U4 T CHE 5L EITHIZ Float @ Parameter &L T Animation Curve O1F #4521 Ht
nEJ,

15 1% Unity © Model Importer ®'Animations/Curves' Ca% €3 AIHFHICFIYS L ET,

FELWILIZLL T Unity ORF 2 AV MR TRSND,

BEEHE

T A= al =TT = A= H—ar b —F—/RFA—H—

Demo

VeryAnimation\Demo\ParameterRelatedCurves
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https://docs.unity3d.com/ja/2023.2/Manual/AnimationCurvesOnImportedClips.html

Very Animation

I Rotation Curve Interpolation

Rotation Curve Interpolation

Quaternion

Convert

Transform Rotation Curve O T A2 —ELELET,

@ Animation 3 Project El Console

Pl'eviewl.||‘“|H|F|H|“’l| [o

-

Generic Animation B Samples

E5 1[0 | 0a

b ALthumb_01_| : Rotation
b A ring_03_r ! Rotation

Add Property

L

Remave Properbes i
Inkerpalakion » Euler Angles
- Buler fAnghes | Quabarioen])
Quabamian
Delets Hay v @
—

Curves

| Dopesheet |

e

ZHF EOREDOZETT,

DT &> e Unity TIEK L7727 =A—T 213 Quaternion LA THH AREME R H D720, —EFE{TL Quaternion

(ZHE— T DI EEHEREL ET,

I Keyframe Reduction

Reduction

F—7L—LDOHIBETTVET,



Very Animation

I Ensure Quaternion Continuity

Ensure Quaternion Continuity

@&

Execute

AnimationClip.EnsureQuaternionContinuity ZF-ONH L £97,
T =A =y ar =7 EEBITFO I EAHELES L TOET A NI — T I B 3 DT LN BHDHD T Very
Animation TIZZZTEE TITWET,

I Cleanup

Cleanup

Cleanup

RV —T OHIR72E 21TV ET,
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https://docs.unity3d.com/ja/540/ScriptReference/AnimationClip.EnsureQuaternionContinuity.html

Very Animation

I Fix Errors

Fix Err

Q:

TIT—REEPHOREEEELET,

El console
| Clear | | Callapse I Clear on Play | Error Pause | Cannected Playe '|

o Assertion failed; Key count: 1 on curve 'Hips/Spine/Head'
UnityEditor. AnimationUtility : GetEditorCurve{AnimationClip, EditorCurveBinding)

o Assertion failed: Key index (1) is out of range [0, 1)
UnityEditar. AnimationUtility : GetEditorCurve(AnimationClip, EditorCurveBinding)

o Assertion failed: Key index (-1} is out of range [0, 1)
UnityEditor. AnimationUtility: GetEditorCurve(AnimationClip, EditorCurveBinding)

WEIIETTOMETHVEE v,
T 5L EDIHRELE NN DIREIC o Te T — 2B IET D2 LD R ET,




Very Animation

I Additive Reference Pose

it Current Clip Set All Clips

MEL A Y —TCHEASNLISRR AR ELmELET,
ZUE AnimationClip % Debug FRUIZEA DO AR TEXHLL FOBEHM T,

itfier In File

47762



Very Animation

I Anim Compression

Set Current Clip Set All Clips

EARYAREHL T DI OEMER EEEFLET,
Model Importer Ci372< Unity THEAMEKL - anim 7 7 A /WX E B EMER EE2 LB TRV IITARLE

j_‘o
Z#U% AnimationClip % Debug R L72H 6D A B TELLL FOEH T,

O Debug

Clip Bindin

A



Very Animation

I Export

Current Clip

Collada(DAE) 7 7 A V& H 1L ET,

HAEND Ay 2ld, HLETT = A= a HERD - DIFR T,
IELLF/REND LT, Collada (ZH /) ATREZ MBI A HEVET,
ZD7-® Unity TOREENOELT DRIREMENRHVE T,
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Very Animation

| —BEEhomRE

GemeCejecs - Comonest - Coamacnne  Wincow - 1e

T B EFATHIZ—REE IEL T Very Animation OfRFEICADE AF IELTZRED T = A—ar LRI GRS B 4h
LET,

Demo
VeryAnimation\Demo\Edit while paused

B

Edit while paused



https://youtu.be/NC1i8IyZxbs?si=zn1LZuCbvdiWjhPQ

Very Animation

Timeline O 7 =A— 9% Animation Window |2V 7L CHRELBIBLE7,

Timeline TiX Foot IK °7 =A—3 a7 LU R EZFENE 7R AE THR RS, Skeleton |% Animation Clip %D
FEDRBNERRENDTD | EOFEWICTERL TTEEN,

B

Timeline

51/62


https://youtu.be/Pcij0qVNoCA?si=YY9GMT13GNLDmc5t

Very Animation

| Timeline Di¥& &

- Unity2018.1 A COEEIZOWNT

O Timeline

Preview |14 [ 14 | » | o1 0| [[P]]0 |][100+] ti

4 \fHuman Peek-a-Bo @ !
Jd/\Human Out-boxer| @ This clip is not recordable

Unity2018.1 L& T DL REE N FIRENE TN, BEBIIHVEE A,
AnimationClip X VA CEFSNLTZOLUFTO N —a  [AERICHRE T D2 LN ARETT,

- Animation Clip ® Root Motion & DHERR

Root Z#E) L TEXIL7ZIDICEIEL 22545 1E, Animation Clip D% EZ MR L TTEEW,
Animation Clip Z#RIER L7354 DT 74V M, Based Upon i E7RE N A-TNET,
TOREDEIRT L — U ZRRBIZL TRERE L TIZEU Y,

@ Inspector

n Qut-boxar




Very Animation

- Animation Playable Asset i & Remove Start Offset

Remove Start Offset 7771 Root transform Z #1071 — LD EHRINHOFARE T DHERE T,
AnimationClip ® Based Upon #% &2} Original TR\ GA ERICLOZREIEIC/RDET,
HEhOIRRETIE Skeleton DNALE AT I TCLEIMBENH LD BN T HIEEHELEL F9,
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Very Animation

Any State

PushButton

KO Mo
v Samples € R o B

00, 0.00, 1146)
.00,0.00, 6100)
rame 60

AnimatorController ® Layers #% & 43 FH L7 R AE CHatE 328 {E T,

EEEXLAP—MEL AP —DT =A— 3% Weight & AvatarMask Z i L7 REE T L Ea—LIRET DL
PTEET,

ZOIRHETIL, Timeline LRIFRICEAED Clip UKD NEE TR T HA V& Layers DEHEAERDET /LTl
Tl RISFIRD T DA VN ALE DT IET A IELWEER T,

Demo
VeryAnimation\Demo\ AdditiveReferencePose

BT

VeryAnimation -Lavers 1 (Override)-

VeryAnimation -Layers 2 (Additive)-



https://youtu.be/7v6S46Bhl70
https://youtu.be/eVzdzq5dB5M

Very Animation

I Animation Rigging

Package Manager 7°HA LV AN—/LJ 52Tl X T,
B IEIZ OV TIB A E TS0,

B

VeryAnimation -Animation Rigging 1-

VeryAnimation -Animation Rigging 2 (Range Pinning)-

=

- Avatar Configure C UpperChest 72X ™ Optional Bone 23MEE STV 20y Humanoid TIEIE# IZENMEL 22V R
D H5HLHTT, Optional Bone 29 X THEL7 Humanoid 2 L T7ES0Y,

*Scale N1 TIHRVMEDNE N TWHET L TIXIEFICEMELZ2WREDRHHE5TT, 7XTPD Scale 731 THHET
JVEAFE LTSN,

2D Constraint 2 35355121 Foot IK 2630275 & Foot IK Dt BB KMINS729 . Foot IK % E4h 2
THDULENRHNET,
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https://youtu.be/MVopIb9mLQo
https://youtu.be/fNj_bR5x7n0

Very Animation

I Tips

Very Animation | L& #H IZEMET D22 BFELL COVET R, 7= A= al OfEEITORIZ =T A X OEMENE 2
DIRBD LN | FREE P72 D~ EHICENES D720 OxP R AT L ET,

| E#io unity 2EAT 3

HLWNEE R T —= L ZADWLE N A > TNDT-D TT,

| 2E20) Window (ZEIL3

AL TELRDET,

I Inspector #EF

@ Inspector VeryAnimation

| Taoals |

¥ Animation

Animator
Animation Clip
Humanoid Mation

b Loop

Inspector NFE/REIL TN D EFREERFIZAEF] Repaint 2MTONVET N, TV DLEWO TEIZLTRBLZETMHIL £
7T




Very Animation

I QualitySettings D&

HNBRBRBEIZ LT 4 2 OEWERE (T BRREND | BEREVIG A TR EEEELET,

TeIZLT = A= ar OfEE T 5720 VR EICT 55A T Blend Weights 13'4 Bones'|ZAEE LZIZINRENT
kD

eqmwsettinus—ﬁi
| Open |
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Very Animation

I Animation Window & Dopesheet TRRICT D

® Animation

[ oupeshees | cumes []4

F—TL—LEEHELZFFIZ Animation Window % B 3922 LR EVVAFE T,

F—DED L EBHLT-HAIT. Curves DLGEITIIN —T7 DFE FH L2 IR0 ER A2, Dopesheet DA A
72 HOZEAZIR WD EH AL TOET,

CDETHEMERT = A= a NI EHEIZENHYET,
IO =T HERT DM EN NG A IZILE IZ Dopesheet RO R EWNTT,



Very Animation

I Keyframe (32 2< 93

D e St ]

|4
l

|
| | Dopesheet | Curves |

F—TL— ADEEZEF T IE12134 7 Animation Curve B CHEFSNET,
DTS, T =T — LD 2 HIFE R XL E7,
@ tnspector  [WeryAnimation

‘ S D Import Settings @ %

| Model | Rig  [GIGCITTE

Warning(s) found while importing this animation file, Cpen
"Import Messages" foldout below for mare details.

din

deviation

g

F—TL—AIDRVNEE EEHDT-D B EDT = A= a R+ 55-E8121%. £ Model Importer ¢ Anim.
Compression D% E% Off LIAMIL CTHF—T7 L — L& O L TOHERUREICADZ LA HEEL £3,
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Very Animation

Very Animation &) H TRWIGEIZITHIT = A—Ta B0y — L2 ETLET,

I Reset Pose

BINLT-A T V= NA T T AT OR—=X) 'y LET,
Transform & BlendShape 3EHILET,

I Template Pose

WA Tools

IR 7247 =/ M Template DR —X 2By L ET,
Transform & BlendShape ZEHE IV ET,



Very Animation

I Remove Save Settings

[ Remove Save Settings ¥ ]m

@ Remove all "WeryAnimationSaveSettings' campanent,

[ Remowve All ]
Ty =7 b4 o VeryAnimationSaveSettings ZHIFRL £ 9,

I Replace Reference

[ Replace Reference ¥ ]m

Replace animation clip reference in all AnimaterController,
AnimaterSverrideContraller and Timeline,

Old Animation Clip |_ﬂNune (Animation Clip)
Mew Animation Clip |_ﬂl'".lune (Animation Clip)

| Replace Reference |

Animation Clip D& MEEEHZ T,

I Animation Rigging

Humanoid Copy From Other Source

Delete All

VeryAnimation Cff &t 5IRHET AnimationRigging v 774 HHERE T,
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Very Animation

| sR—b

Forum
https://discussions.unity.com/t/very-animation-animation-editor-released/680371

X(Twitter)

https://twitter.com/AlSoSupport

Mail

support@alonesoft.sakura.ne.jp

FAQ

http://alonesoft.sakura.ne.jp/VeryAnimation/support.html


https://discussions.unity.com/t/very-animation-animation-editor-released/680371
https://twitter.com/AlSoSupport
mailto:support@alonesoft.sakura.ne.jp
http://alonesoft.sakura.ne.jp/VeryAnimation/support.html

